For 2-10 Players 
| Ages 7 - Adult 
, he object of the game is to be the first player or partner- 
} ship to score 500 points. Points are scored by ridding your- 
self of all the carton your hand before your opponent(s) 
The deck is composed of 108 cards. 
19 cards—0 through 9—blue in color 
19 cards—0 through 9—green in color 
19 cards—0 through 9—red in color 
19 cards—0 through 9— yellow in color 
8 cards marked Draw Two—2 blue, 2 green, 2 red, 2 yellow 
8 cards marked Reverse —2 blue, 2 green, 2 red, 2 yellow 
8 cards marked Skip—2 blue, 2 green, 2 red, 2 yellow 
4 cards marked Wild 
4 cards marked Wild Draw Four 
The Deal 
To begin play each player draws a card from the unex- 
posed deck to determine the dealer. Only the 0 through 9 
cards are used to determine the first dealer, all other cards 
are placed back into the pack and the player redraws. The 
player who draws the highest card deals. | 
The dealer begins play by dealing seven cards facedown 
one at a time to each player starting with player on his left. 
The remaining cards (the drawpile) are placed in the center 
_ of the table with the top card turned faceup (discard pile) 
next to the drawpile. Each player should sort his cards by 
color in his hand, being careful not to expose his cards to any 
other player. j 
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The hand begins with the player to the left of the dealer 

attempting to play one card from his hand by either match- 
ing the color, number or wording of the top card of the 
discard pile. A player plays his card by placing it face-up on 
top of the discard pile. 
Example: After the deal a red three is turned up. The 
player to the left of the dealer may play any red card or 
match the number three with a number three card of 
another color. 

In the event the first card turned up is a word card, play 
begins as follows: 

Card Turned Over 

Wild Draw Four Card—This card is placed back in the 
deck and another card is drawn from the drawpile. 

Wild Card —The player to the left of the dealer calls the 
color, then plays. 

Draw Two Card—The player to the left of the dealer 
must draw two cards and play passes to the next player. 

Reverse Card —The dealer plays first. Play continues to 
the right. 

Skip Card —The player to the left of the dealer Skips his 
turn, and the next player plays first. 

Play continues with each player either matching the 
_ number or color of the card played by the player before him 
(the top card of the discard pile) or by following the direc- 
tions of a word card. If, at the time of your play, you are 
unable to match color, number, word card or play a wildcard, 
you must drawone card from the drawpile. If the card drawn 
is playable you may play it immediately, If the card drawn is 
not playable it is added to your hand and play passes to the 


next person. The first "Seas to rid his hand ofall cards is the 
winner of that deal. ( Scoring.) 
Word Cards 
Draw Two— When a Draw Two ts played, the next player 
must draw two cards from the drawpile and forefeit his turn 
for that round. You may not cancel the effect of a Draw Two 
card by playing another Draw Two card. The next player to 
play ra match the Draw Two card thus forcing another 
draw and forfeiture of turn by the next player. 
Reverse —The playing of this card reverses the direction 
of fied until such time another Reverse card is played. 
|p —The playing of this card causes the next player to 
be “skipped” (lose a turn) for that round. You may not cancel 
the effect of a Skip card by playing another Skip card. The 
next player to play may match the Skipcard thus forcing the 
a ie next to him to be skipped. 
member, after a player draws two or is skipped, the 
next player to play may match the word card ‘with any 
color}, play any card of the same color as the word card, or 
Play’ a wild card. 
fter the playing of a Reverse card, the next player in the 
new direction may match the Reverse card with another 
Reverse card returning play to the former direction. 
Wild Cards 
The cards marked “Wild” may be played on any color or 
type of card. The player playing a Wild card may change the 
color of play or elect to continue with the same color. The 
playing of a Wild card does not cancel the effect of a word 
card previously played, nor does it have any effect on the 
next player other than to force the play of the named color. A 
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“Wild” card may be played even though a player holds other 
playable cards in his hand, further, it does not have to be 
played before the playing of a wild" Draw Four” card, in that 
a Wildcard has no “color” until it ——. (See "Wild Draw 
Four cards”). ¢.g. A Red Six is played. The next playee holds 
a Red Four, a Blue Six, a Red rse and a Wildcard. Even 
» though this player holds Red cards, he may play his Wild 
card and name a color (ineluding Red). There is no restric- 
tion to the playing of Wild cards. 

Wild Draw Four Cards 

The playing of this card not only ee aplayerthe right to 
call the color of the play, but also forces the next player to 
draw four cards from the pile and forefeit his turn. This card 
may only be used when a player does not have a card in his 
hand matching the color being played. Note: A player may 
have a matching number or word card of a different color in 
his hand and plays his “Wild Draw Four card.” 

Example: 

1. A Red Four is played. The next player has no Red cards 
in his hand, but holds a Blue Four He may play his Wild 
Draw Four card. 

2. A Blue Six is played. The next player hasa Blue Skip, 
Red Six and a Wild Draw Four card in his hand. He may not 
play the Wild Draw Four card because he has a Blue card to 
play. Of course, he may play the Red Six on the Blue Six ifhe 
so chooses. 

3. A Red Five is played. A player has no Red card in his 
hand, but he has a regular Wild card. He may play his Wild 
Draw Four card because the Wild card is neutral and repre- 
sents no color until it is played. 
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Note: The Wild Draw Four card, like a Wild card, has no 
color until it is played. 
Going Out 

As a player plays his second to last card, he must call out 
word “UNO” (meaning “ONE”. This warns all players that 
he may be able to go out on his next turn. Ifa player fails to 
say “UNO" by the time his card touches the discard pile, any 
other player in the game may “catch” him. If a player is 
“caught.” he immediately draws two cards from the 
drawpile. Play then continues. A player not saying “UNO” 
must be caught before the next player makes his draw or 
else he is “safe,” in which case no penalty draw is made. 

When a player plays his last card, thus ridding his hand of 
all cards, the hand is ever. Points are scored, the cards are 
collected, reshuffled and a new hand is begun with the deal 
com to the left. If the last card played is a Draw Two or 

ild Draw Four card, the next player must draw the two or 
four cards. These cards are counted when points are 
totalled. 

In the event no person goes out by the time the drawpile is 
depleted, reshuffle the discard pile, except the top card and 
continue play with the reshuffled drawpile. 

Counting And Scoring 
The value of the cards are as follows: 


All cards—through 9 Face Value 
Draw Two Cards 20 pts. 
Reverse Cards 20 pts. 
Skip Cards 20 pts. 
Wild Cards 50 pts. 
Wild Draw Four Cards 50 pts. 
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Once a player has gone out, all other players total the 
points in Risye hands. This total is awa | to the player 
who went out. The first player to reach 500 points is 
ey ecbeoe The be scored by k 
ation: The game may ing a runnin; 

total of the points each player is caved with in his amet 
When one player reaches 500 (or any designated amount), 
the game is over and the player with the least number of 


fs is declared the winner. 


Ifa player makes a suggestion toany other player on what 
card to play, he must immediately draw four cards. Normal 
play is then continued. 

Ifa pater plays a Wild Draw Four card when he has a 

layable color in his hand, hé is penalized and must draw 
ur cards. Whenever a Wild Draw Four card is played, the 
player required to draw four cards, and only that piayer, 
may challenge the playing of the card. If Saepe oa the 
player must show his hand to the challenger to confirm the 
correctness of the play. If the play was legal, the challenger 
takes two cards in addition to the other four and play 
resumes as normal. If the play was not legal, the Wild Draw 
Four card is returned to the player's hand, the correct card is 
ved and the player successfully challenged must draw 

r cards. Normal play is then resumed. 


= = 
A er onany turn may choose not to play a card in his 
hand. If so, he must draw a card just the same as if he had no 
play to make. If the card drawn is playable, he may play that 
card but he may not play a card already in his hand. Only 


the card drawn may be played. 
The Strategy of eee te | 

e.g. Your opponent has played his second to the last card. 
It was a Wild card and he called it red. Most likely his last 
card is red. You have a red card in your hand but you want to 
change the color so your oppoinent will not go out. You draw 
a card hoping that you will get a Wild card to prevent him 
from going out. 


Two-Handed Play, Partners And 
Multi-Table Tournaments 

Rules for Two Players— Play UNO* with two players with 
the following special rules: 

1. Playing a Reverse card acts like a Skip. The player 
who plays the Reverse may immediately play another card. 

2. The person playing a Skip card may immediately play 
OF wise « Draw Tewcerd ts glared mad 

3 n a Draw Two card is played and your opponent 
has drawn two cards, the play is back to you. same 
principle applies to the Wild Draw Four card. 

Regular UNO* rules apply in all other instances. 

Four Players —When playing partners, always sit across 
from your partner. Wheneither partner goes out, the hand is 
over. | all of the points in both opposing partners 
and credit this amount to the team going out. 

Variation: With four players, play four hands with each 
of the other three players as your partner (a total of 12 
hands). Each player keeps track of his points score in each 
partnership. Play several rounds, with the person scoring 
the highest number of points declared the evening winner. 
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With eight players, play two separate games at two 
tables, with each player having every other player as a 
partner for four hands each ‘a total of 28 hands). Score as 
above. Do not forget a booby prize for the evening low score! 

4-6-8-10 players—If several couples wish to play "UNO" 
seat them alternately, one man, one woman, etc. and play 
the men versus the women. Once a man or woman goes out, 
all of his (or her} teammates throw in their cards and the 
opposing team totals the points in all of their hands. First 
team to accumulate 500 points is the winner, 

Challenge UNO—This game is scored by keeping a run- 
ning total each player is caught with in his hand. As each 
player reaches a designated amount, we suggest 500, he is 
eliminated from the game. When only two players are left in 
the game. they play head to head. When one of the players 
reaches or exceeds the amount designated he ‘or she) loses. 
The winner of that final hand is declared the winning player 
of the game. (See ial rules for two handed UNO”. “THE 
MAKERS OF UNO’ FIND THIS VARIATION THE MOST 
CHALLENGING WAY TO PLAY.” 

Since the cards are marked in such a way as to make them 
immediately understandable, only a few games will make 
almost an expert player. As zu learn to play and to use the 
strategy that is possible with the various cards in the deck, 
a will find the game very stimulating and exciting. 

les To Remember 

1. Wild cards can be played at any time during the course 
of the game. 

2. Wild Draw Four cards can only be played if you do not 
have a playable color in your hand. 
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3. Draw Two, Draw Four, or Skip cards cannot be can- 
celled out by the playing of a matching card by the next 
player. The word cards directions are always followed even if 
a draw card is the /ast card played in the game. 

4. You can match color on color, number on number or 
words on words. : 

5. When a Wild card or Wild Draw Four card is played, 
you call any color you wish. This may be the color 
al ay baling played or acolor you do not have in your hand. 

reneging, you may play the card drawn from the 
ile if it is playable but you may not play a card from 


your after a draw. 


6. 
di 


International Games is interested in hearing from UNO” 
players who would like to participate in UNO* tournaments. 
We have received inquiries, and would like to determine if 
there is sufficient interest to organize regional tournaments 
in various parts of the country. Please address all corre- 
spondence concerning this game to: International Games, 
Inc., 1551 Plainfield Rd., Joliet, Illinois, 60435. 


Products available from the makers of UNO® are: 


Deluxe UNO” 
UNO® Score Pads 
Grabitz™ 

O’NO 99... 
SKIPBO” 


THE UNO’ 
T-SHIRT 
OFFER 


MAIL TO: PROMO, INC. 

RO. BOX 596, JOLIET, IL 60431 
Offer expires 2/28/82. Void 
where prohibited. Please 
allow 6-8 weeks for delivery 
Each Tshirt is shipped in 


arate package 


Now you can own your own UNO® t-shirt. These attractive 
t-shirts are made of 50% cotton and 50% polyester, and can be 
yours for only $4.95 each. (Includes postage and handling.) 
SIZE: put quantity on appropriate line 
34-36 SMALL eae 
42-44 LARGE 46-48 X-LARGE 
Type or print clearly. this is your shipping label 
Enclosed is my L] check or L] money order for $ 
NAME 
ADDRESS. 


CITY. STATE ZIP 
Outside continental U.S.A. add $1.50 each order 


